npc procedural conception 
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l. introduction 


Public Domain Role-Playing Game module for generating non-player characters. 


2. setup 


Roll one die for each character column. 


d6 d12 need problem call 
1-2 1-4 novelty nuisance neutral 
3-4 5-8 peace personal prohibitive 
5-6 9-12 capital circumstance collaborative 
5. call 
3. need 


Character’s innermost desire. 


3.1. novelty 


Something unattained, new or exciting. 


3.2. peace 


Relief, quiet, or maintaining the status quo. 


3.3. capital 


Social, political or economic power. 


4. problem 


Prevents character from having their desire. 


4.1. nuisance 


Creature or person hindering them. 


4.2. personal 


Lack of will, means, or physicality. 


4.3. circumstance 


Responsibilities, bad timing, or lack of agency. 


How a character’s quest relates to the players. 


5.1. neutral 


Goals are neither for or against players. 


5.2. prohibitive 


Works against the goals and actions of players. 


5.3. collaborative 


Goals correspond with what players want to do. 


6. notice 


I voluntarily dedicate this work into the Public 
Domain to encourage new creations. 
Artists may: 


e Use this work without restriction and for 
any purpose. 


e Create copies to be shared without limit 
and for any purpose. 


e Create derivative works without restric- 
tion, for any purpose, and without credit. 


e Use this notice in your own work. 


